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NETWORKED GAMING DEVICES VSING BONUS TOKEN 

BACKGROUND OF THE INVENTION 
This inveoaonrda.es generauyto elecunnic gaming machines int.aconneaedby a 

^rross a earning machine network, 

^videopokertnachine*. Slot machines, for -* 

IsLLsplby^a^^s^^^spinn^ Eachree lamps a,a 
itnaposiLand.he.ehyp^.taeosyn.hols-one^eacbre.,. Underanorma. 
rl^on, some combinauons of symboU dono.pay anyjackpot. CHherspay varyutg 

^eatt.a.sharetosamegannngfea.uresandhonuspoo.. A simple example of such a 

^aphla^ofsa.ingn^Erouped^on^casinoiloor. Moreoompiex 
oneofaptarakryotg honusservere over a network, such as disclosed 

examoles for bonusmg are implemented using oonus* 

' rpl^donCme.llappUcadon^chismeorporatedherem^ 

!lscs. incorporated herein hy reference for .11 purposes is U.S. Pare* No. 5*5*1. 
^mmeAssigneeofmepresentappUcadonCme^pa.enO.wmeha^d^mses 

------ "r^Xrs^tdtet.mp.ayomyt^ 

Gaming machine players often harbor a beuei in 
^esma.u.eyminkare^andreadympayahigjackpot Tnisis^enunerwtmunk^ 
games ui*t u» ; aamine machines in which 

.nachines. If a prospective player in a cas.no passes by a bank of gammg — 
very We is happening, theplayer-simpressionnngh.be thatuiemachmesmmeb^kare 
ZZL me^yer wil, conse,uen.ly refcse to stop and play mem. * however, *e nracbmes 

would be more likely to sit and play. 

According*, in order .o increase me exciremen. of playing gaming dev.ce* ,. is 
a^e.oprovideadevicemwhichabnnuseven.iscon.muousacro.ahankofmachnres 

but random with respect to any single gaming machine. 



SUMMARY OF THE INVENTION 
It is, therefore, an object of the invention to provide a method for operating networked 
gaming devices wherein a continuous bonus event is randomly distributed across each of the 
gaming machines. 

The invention comprises a method for awarding bonuses over a gaming network having 
a plurality of gaming machines interconnected by a network. Play is allowed to occur on a 
plurality of gaming machines. A bonus token signal is then sent to a first selected one of the 
plurality of gaming machines. Abonus period is initiated at only that first selected one of the 
plurality of gaming machines responsive to the bonus token signal. The first selected gammg 
machine operates in a bonus mode until the bonus period expires. The bonus token signal xs 
then passed to a second selected one of the plurality of gaming machines. Concurrent wnh the 
transition of the bonus token signal from the first machine to the second machine, the bonus 
period is ended at the first selected one of the plurality of gaming machines and rs started at the 
second selected one of the plurality of gaming machines. The bonus token is passed in tins way 
fiom machine to machine to enhance the gaming experience of the lucky player of the selected 

gaming machine. . 

The system for implementing the method includes a plurality of gaming machmes. each 
of said machines having a normal operation mode and a bonus mode. A bonus server is hnked 
to theplurality of gaming machines over anetwork. Thebonus server includes selection means 
for identifying at least a selected one of the plurality of gaming machines and signal generaUon 
means for generating a bonus token signal. Signal transmission means are included for sending 
mebonustokensignalto at least the selected one of the plurality of gaming machines response 
to the selection means. In operation, the selected one of the plurality of gaming machmes 
switches from the normal operation mode to the bonus mode responsive to receipt of the bonus 
token signal. 

The above system increases the excitement of playing gaming devices because, at any 
one time, there is always a winning machine. Ac^rdingly, the player is more likely to continue 
playing the gaming machines because he or she is substantially assured of a bonus if he or she 
plays long enough Additionally, since any one of the machines is most likely to be » bonus 
Lde at any one time, the casino proprietor will honestly be able to say mat, '^e vvinning never 

St0PS ' The foregoing and other objects, features and advantages of the invention will become 
m ore readily apparent from the following detailed description of a preferred embodiment of the 
invention that proceeds with reference to the accompanying drawings. 
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BRIEF DESCRIPTION OF THE DRAWINGS 
FIG 1 is a schematic diagram showing a plurality of electronic gaming machines 

interconnected 
5 invention. 

FIG. 2 is a schematic diagram of a slot machine and associated hardware 
implemented in accordance with the present invention. 

FIG Sisaflowmagramfflustrating^^ 
d^gthedisnibunonofthebonus token across mc network of HG. 1 in accordance with a 

10 feature of the invention. 

DETAILED DESCRIPTION 
T^nins now <o FIG. 1, indicated generally a. 10 is a schematic diagram illustrating a 
plural i«y of election* ganring machines (EGMs), nice EGMs .2. 14, ' 
l5 Lnpnterne^oHc mcluded .herein are .hreebanks, indicated genendly at 16, 8, 2*of 
EGMs BachEGMiscnnn«.e4viaane«wo*connection.lil M cnnnection22,toaban t 

controller 24. 

b m . present embodiment of the invention, eachbank contioller compnsea a 
r ^or.ha,^fflU,«dataconnnomcanonbe W ^ 
, IX, component on .he network. The bank controller also includes a CD ROM drive fin 
^muting Igitiaed sound effects, such as music and me like, ,o a speaker 26 n^nsrve to 
commandsissuedovermene^mbankcuntioUerZ*. The bank continues also 
dieted .0 an eiectinnic sign 28 ma, displays information, such as jackpo, amounts and me 
Uke visible.opiayersofmachinesonbankl6. Such displays are generated and change 
25 ^;we to ~dsiss«e,over«hene W ork,obankcontioner24. Bach of me otirer 
banks !8, 20 of EGMs include associated bank controlled, apeakers, .and stgns as shown, 
which operate in substantially the same manner. . 

Ethernet hub 30conneCs each of the baric contiollers associated w.th banks 16, 18, 
20 ofBGMs to a concentrator 32. Another Ethernet hub 34 connects similar bank 
30 onntroUers (no, shown), each associate. w«h an additiona, bank of EGMs (a*o no shown,. 
ro concentiL 32. Th.concentintorfunctior.asadaucontiolswi.ehmrouted^from 

:: ft hebanks,oatiansU,or36. The tiansUter comprises a comp— buff, b^ween 
die conoentiato, and a proprietary accounting system 38. I, Actions to p.ace aH the data 
gathered tiom each of me bank controUers into a forma, compatible wtti, accounting system 
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38 Accounting system 38 keeps track of individual player accounts in cooperation with card 
reader 60 (FIG. 2) located at each of the gaming machines. In the present embodiment of the 
invention, translator 36 comprises an Intel Pentium 233 MHz Processor operating Microsoft 
Windows NT 4.0. 

5 Another Ethernet hub 39 is connected to a configuration workstation 40, a player 

server 42, and to bonus servers 44, 46. Hub 39 facilitates data flow to or from workstation 40 

and servers 42, 44, 46. 

The configuration workstation 40 comprises a personal computer including a 
keyboard, Intel Pentium Processor, and Ethernet card. It is the primary user interface with 
10 the network. 

The player server 42 comprises a microcomputer that is used to control messages that 
appear on displays associated with each EGM. Player server 42 includes an Intel Pentium 

Processor and an Ethernet card. 

Bonus servers 44, 46 each comprise a microcomputer used to control bonus 
15 applications on the network. Each bonus application comprises a set of rules for awarding 
jackpots in excess of those established by the pay tables on each EGM. For example, some 
bonus awards may be made randomly, while others may be made to linked groups of EGMs 
operating in a progressive jackpot mode. Examples of bonuses that can be implemented on 
the network are disclosed in co-pending application no. 08/843,41 1, filed April 15, 1997 and 
20 assigned to the Assignee of the present application (the '411 application), which is 

incorporated herein by reference for all purposes. This co-pending application also describes 
in more detail features of the network, like that shown in FIG. 1, that may be used to 
implement the present invention. The '882 patent also discloses bonuses that can be 
implemented by bonus servers 44, 46 and a network that could be used to implement the 

25 present invention. 

As used herein, the term bonus amount indicates any one award made to a player on a 
gaming machine resulting from a jackpot won according to the pay table on one of the EGMs 
and any additional amount indicated by a supplemental bonusing system. The '41 1 
application and '882 patent include many examples of bonusing systems that can be 

30 implemented to supplement the original pay table jackpot award. 

Casinos typically include electronic gaming machines (EGMs) such as slot machines 
and video poker machines. Slot machines, for example, usually include three reels that each 
have a plurality of symbols printed thereon. After the player applies a wager to the machine, 
he or she starts play by triggering a switch that starts the reels spinning. Each reel stops at a 
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random position and thereby presents three symbols - one from each reel. When the slot 
machines are operating under a normal mode, some combinations of symbols do not pay any 
jackpot Others pay varying amounts according to predet<srmined combinations that appear 
in a pay table displayed on the machine and stored in the gaming machine's programmable 
read-on memory (PROM). In the present invention, the gaming machines on the network are 
also programmed to include a bonus mode in which additional features are enabled 
responsive to communications from the bonus servers as described in more detail described- 
further below. 

FIG. 2 is a highly schematic representation of an electronic slot machine - typical of 
each of the machines in the network - that incorporates network communications hardware 
as described hereinafter. This hardware is described in the '882 patent, and is referred to 
therein as a data communications node. Preferably the network communications hardware is 
like that disclosed in the '41 1 application, namely a machine communication interface (MCI) 
50. MCI 50 facilitates communication between the network, via connection 22, and 
microprocessor 52, which controls the operation of EGM 12. This communication occurs via 
a serial port 54 on the microprocessor to which MCI 50 is connected. In a preferred 
embodiment, MCI 50 includes a timer 80 and a comparator 82 whose purpose win be 

explained more fully below. 

Included in EGM 12 are three reels, indicated generally at 48. Each reel includes a 
plurality of different symbols thereon. The reels spin in response to apull on handle 51 or 
actuation of a spin button 53 after a wager is made. 

MCI 50 includes a random access memory (RAM), which can be used as later 
described herein. The MCI also facilitates communication between the network and a 
vacuum florescent display (VFD) 58, a card reader 60, a player-actuated push button 62, and 
a speaker 64. 

Machine 12 further includes a indicator light, such as hat light 84 located atop the 
machine, for indicating to players which of the machines has received abonus token and is 
currently operating in bonus mode as later described herein. In a preferred embodiment, hat 
light 84 is comprised of three independent light portions - top, middle and bottom - each of 
which indicate whether the machine is currently in a bonus mode of a particular type. 

Before describing play according to the invention, description will first be made of 
typical play on a slot machine, like EGM 12. A player plays EGM 12 by placing a wager and 
then pulling handle 5 1 or depressing spin button 53. The wager may be placed by inserting a 
bill into a bill acceptor 68. A typical slot machine, like EGM 12, includes a coin acceptor 
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mtL m .he base denorcinaoon of the machine. For esamp.e, in a nrcke. a,o« 
^XTo Top^aw^^ep^.^aco^buuoocoo,^).^ 
™ rTcredi, <rl the credit ureter 70 ,o a coin-in meter 72. Each unre the butter. * 
rltir^ gle ore* — to 0.= com-in meter op to a maximum be. tha, can be 

Lyboprovidcd^i^a.o.yb^fora.oma^omn^oforod.^U.a.canbe 

, ml stag i e pl,v from the orodit meter 70 to the coin-in meter 72. 
wagered on a smgle p y ^ ^ ^ ^ ^ to wagcr , 

When coin-in meter 11 reiiecxs me umu 

0 „meter70tobepaidincoinsto t heplayeratahopper78,wb.oh. S parlo 
d-roin^.nof^roaobi.o-.oa.ap^on^^^ ^ 

L«ao lt p.ayerao ti vi«y, S ucbasamo U n B wa g eredandwo n ar,dra,eofplay. 
castao restaurants, or the like, which each have assigned point values. 
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According to a preferred metbod for operating the gaming machines over a network, a 
single selected machine (or selected subset) out of a group of machines would be in a bonus 
mode at any given time. This is enabled by passing what is referred to herein as a "bonus 
token" between gaming machines. As will be more fully explained below, the bonus token 
resides in any one of the plurality of eligible gaming machines for a bonus period during 
which the selected gaining machine operates in an enhanced or bonus mode. At the 
expiration of that bonus period, the bonus token is passed back to the bonus server where it is 
reconfigured as required and transferred to a second selected gaming machine to start the 
cycle anew. 

FIG 3 illustrates the preferred method for implementing the invention over a gaming 
network Play is allowed to occur on the plurality of gaming machines in step 100, such as 
on machine 12. A bonus server, such as server 44 (FIG. 1) generates a bonus token 
consisting of a message packet that includes a unique address (such as an IP address) which 
specifies a target machine. The unique address is generated by selection means within the 
server which operates according to methods described with respect to step 1 20 explained 
below For instance, the gaming machine ID number can be determined based on any one of 
the following: simple random, random with no ba ck-to-back, random without replacement, 
detenrunistic, or weighted random. Other method for deternrining the gaming machine ID 
number canbe envisioned and are not intended to be limited to the methods listed above^ 

The token would also include various parameters relating to the bonus session. These 
.night include, but are not limited to, the session length (step 1 18), a pay multiplier value or 
other type of bonus available (step 116), special player messaging instructions to be 
displayed on display 58 (FIG. 2), etc. Each of these parameters are generated by program 
mea ns operating according to bonus game rules, examples of which are disclosed below. 

Once play begins, the MCI 50 on each gaming machine is queried to determine 
whether a bonus token has been received (step 102). In one method of operation, there can 
be point-to-point communication between the bonus server and the selected machme. 
Preferably however, the bonus token is broadcast to all gaming machines on the network. 
The comparator 82 of each machine's MCI 50 then compares the gaming machine ID number 
embedded within the gaming machine to that listed in the bonus token message packet. 

If the ID number of the bonus token does not match the ID number of the gaming 
ma chine then the MCI 50 sets or maintains the gaming machine in normal mode (step 104) 
in which play is processed normally according to default rules established for the particular 
gaming machine. Under a normal mode of operation, for instance, some combinations of 
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svmbols fro* reels 48 (BIG. 2) do not pay any jackpot Others pay varying amours 
Z^ngtoprodeter^eo cot— ** appearm .pay table display* - «— « 
^ J*, gaming machine, programmable resd-on memory (PRC**. D«. «— 
X a win (step .06) is dcemrined by eomparing me reel combination resulting from piay 
^'dre pay Payoms are then made normally (s*P I OS) according to Ore an™* 

in dre pay ..hie. Toe process then returns bacx .o the s«p of ,uerymg theMCI 50 

rne MCI 50 acdva.es countdown timer 80 according ,o the bonus period >-gthj~,fied 

which activates visual and audio cues. One example of this is to acdvate ha, ugh. 84 to 
^ Ura. dr. machine is in honus nrode. Tbe gaming nrachine seieCed in «hrs lasmoa rs 

■nachin.wouldbeeUgibl.mr bonuses payable during .he bonus session. Examples* 

crUeria, such as payment of a MAX be, are U Ste d helow. If ft. player .sdeemeri 
luSrdren dre MCI authori-s paymen. (s»p 1.6) of me bonus according «o .he bonus 
m «H#» rules stored ro gaming machine memory. 

t bonus mode, me MCI of the seiec.ed gaming machine enables addiriona, gannng 
feannesof •hese.ec.ed gaming machine, tnese addidonal fearures 
love andbeyond dros.jac.po. awards whichwonld occur dnringplay m normal mode. 

Examples of such bonuses, such as payou. multipliers, are specified below. 

Onc.mebonushasbeenpaid to e,igibl.pUyers,playpmc^s to ade.™onof 

wh.m«mebonus session has expired(s.ep 118). During operation in bonus mode, n rimer 
80 (FIG 2) is surted upon receipt of me bonus .oxen a. .he gaming machm. havmg me 

sZr «o me gaming machine widrin me bonus .oxen. Th. .imer .hen counts down to rime 
, ^IchL^ebonusp^odexpnesandmebonusmxenis— tedback.otire 

b „„us server where it is reassigned in step .20 ,o a second selected •»"« »«*~ 

Hardrer detafis about me medrods for canying on. a prefer embodnnen. of m. 
invention are detailed below: 
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S ft t Bonus M ode (step 1 12) 

Ideally the bonus period would be accompanied by animations, flashing lights, 
sounds etc.onmebonusmaehineloattractattentiontothebonusevent Thiswouldbe 
particularly appealing if relatively small groups of machines were participating m the 
promotion. Imagine a carousel of 10 to 20 games, such as a bank of machines 16 (FIG. 1), 
with the bonus feature lasting 5 seconds on each machine. One could watch the feahire jump 
from game to game. With the right visual and sound cues, this would make for a much more 
enjo yableex P erience.Fromamar^ 

advantages, in that, one could advertise that, "there is always one machine that ,s a wmner, if 
youplay long enough it wiU happen on your machine" or "the winning never stops«,etc. 

Tumble for Bo nus? (step 114) 

~~^~d^ no play on the game, there could be any number of cntena used to determine 
if a game is eligible for the bonus. Examples are listed below: 
1 Gaming machine ID matches ID listed within bonus token. 

2. Player tracking card 66 (FIG. 2) must be inserted in gaming machine 12. 

3. Maximum coin bet must be played. 

4. Specified play rate m coins/minute. 

5 A particular reel sequence is obtained. 

6. TheW'o£*.play»anr e n.lya,a le maobine( e .g.whc t herheor S h e isavalued 
patron of the casino). 

lf the selected gaming machine is deemed eligible, then play proceeds to the next step in 
which me bonus is paid to the player (step 116). Ifthe gaming machine is no, ehgtble, then 
step 1 16 is skipped and a determination is made whether the bonus period has expired (step 
25 H8). Ineitherca3e,however,payublejackpo tt wo»ldbepaidou,nonnallygivenme 

proper reel sequence. 

p a y n»t Ftonus (step 116) _ . . 

~~^nce eligibility of the machine is determined, bonuses can be paid out. The basic 
30 premise is that a single machuie (or subset) out of group of machines wouldbe selected for a 
bonus The bonus could take many di fferent forms, such as: 

1 Pay table wins for one or more spins are multiplied by a bonus multiplier. 
2 . Large bonus prize awarded if any one or more spins within the bonus period yields a 
specified combination. 
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Player tracking points for one or more spins are accumulated at some multiplied rate 

(e.g. lOx or some other multiplier). 
4 a randomly determined prize is instantly awarded. 

A free-for-all session in which a player's bet is refunded on any losing spin. 
6. A free game session in which x number of free spins or non-redeemable credits that 

must be wagered on the gaming machine are awarded. 
7 Pay table changed to a bonus pay table with more frequent and/or higher pays. This 
" can also include special pays for "almost" winners, e.g. "BAR-BAR-Blank" on a slot 
machine or a video poker hand that is one card away from a royal flush. 



Pnrf of Bonus Period? (Step 118) 

fa the preferred embodiment of the invention, duration of the bonus session at the 
selected machine is regulated by setting a bonus spin time using timer 80 (FIG. 2). When 
timer 80 reaches t=0, then the bonus session is ended and the bonus token is returned to the 
bonus server across the network where it is processed and reassigned as discussed below with 

reference to step 120. 

The purpose of the bonus token is to ensure that only one (or some other specified 
subseOofgamesareinabonusmodeatanyonetime. If me timer method is used, it is 
possible that a game could get "stuck" in a bonus session. The bonus server would then 
generate another token and send it toamachine. This would result in too many bonus tokens 
Lving around the system and interfere with the carefully calculated payback percentage that 
the casino sets for the gaming machines. 

m an alternate embodiment of the invention, the bonus server would wait for the 
acknowledgement from the game that the bonus session was concluded prior to creating a 
new bonus token. However, as a practical matter there probably would be some sort of 

safety time wouldbe set to, for example, two or three times the expected bonus duration. If 
me token is not returned from the selected machine to the server in that amount of time, then 
the bonus server would create a new token. This would prevent the malfunction of a single 
game from freezing the process. 

The timer 80 within thegaming machine can be set by any number of afferent 

methods, such as: 

1 . A fixed amount of time. 
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2 . A fixed amount of time randomly determined within a range of possible times stored 

wilhin the bonus server. 

3 Time is increased or decreased based upon spin outcomes at the selected gaming 
machineso that, for instance, the more you win, the longer the bonus period. 

4 The bonus session stays in effect until the first game win. 

5 Time is determined based upon the "caliber" of the player as identified by the player 
tracking card. For example, VIP players which have proven their worth to the casino 
could get longer bonus periods. 

I„ an alternate method, the length of the bonus period is determined based upon the number 
of spins and not the time. In this later case, timer 80 would be replaced or supplemented with 
a spin counter (not shown) adapted to count down from a pre-established or dynamically 
determined number of bonus period spins. It is understood that the invention is not hmited to 
reel-based games such as slot machines. Accordingly, "bonus spin time" and « Wus period 
spins are intended to be applied broadly to reel-based games such as slots as well as non-reel 

based games such as video poker. 

In yet another embodiment, the bonus session can be outcome dependent meaning 
that the bonus session ends or continues based upon play at the base game. In a first 
example, the bonus period ends when theplayer has won a specified number of credits during 
thebonussession. Other criteria for ending the bonus session can be if the player has won a 
specified number of rounds during the bonus session or alternately a specified number of 
losing rounds or consecutive losing rounds. Finally, the bonus period can be ended if the 
base game yields some predetermined outcome, such as a particular combination of symbols 
on a reel-based slot game. 

? r^ifm Bonus Token (Step 1 20) 

^ ce .he bonus period expires, the bonus token is passed back to the bonus server and 

then reassigned to a second selected machine. Several methods could be used to determine 
the next game to receive the bonus token. For example: 

! Simple Random - The next selected gaming machine could be selected at random 
from a list of all eligible gaming machines on the network, including the currently 
selected gaming machine. Every gaming machine in the list would have an equal 
probability of begin selected. This probability would be 1/N, where N is the total 
number of gaming machines on the link. 
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2 Random, no back-to-back - The next selected gaming machine could be selected at 
random from a list of all gaming machines on the link, except the previously (first 
randomly) selected gaming machine. The gaming machine so selected is referred to 
herein as the random second gaming machine. This would prevent "back-to-back 
bonuses" on the same machine. Every gaming machine eligible for selection would 
have an equal probability of being selected. The probability would be 1/(N-1) 

3. Random without replacement - The next selected gaming machine would be selected 
from a list of gaming machines on the link. Once selected, me gaming machine 
would be removed from the list. The list would eventually decrement to zero once all 
eligible games on the link were selected. At that time all games would be added back 
to the list and the process would start over. Over the long term, the probability of 
being selected would be 1/N. Over a single "cycle", the probability of being selected 
would vary. Using this approach, it would be possible to guarantee that every 
machine would experience the bonus over the course of a certain time period. 

4. Deterministic - The next selected gaming machine would be selected sequentially 
from a list of all gaming machines in which the sequence order is predetermined. 

5. Weighted Random - The next selected gammg machine would be selected at random 
from a list of eligible gaming machines, however, machines would not have equal 
probability of being selected from the list. One possible embodiment of this method 
would be to assign a weighted number to each of the plurality of gaming machines on 
the link and selecting the machine ID within the bonus token based upon a weighted 
probability using the weighted number. This method can be used to equalize the 
payback percentage (bonus + base game) for different types of games on the network. 
This method would therefore allow games of widely differing base percentage 
amounts to be combined on a bonus token link. Games with high base payback, and 
therefore less available margin for bonuses, could still participate in the link. Such 
games would just enter the bonus mode less frequently than games with more 
available margin for bonuses. 

An alternate application of the bonus token is to accrue abonus pool from the gaming 
machines linked over the network. When a pool threshold is reached, the bonus token is 
passed to eligible machines according to the present invention for as long as the bonus pool is 
not depleted. Additionally, activation of the bonus tokens could be time-based so that they 
are active under specified times of the day and/or days of the week. 
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undersUnd me basic *~ - * «-*< «» «*- °" 
consider the Mowing simple example of .bonus token game: 

Configuration 

100 participating games 
All 1 00 games being played (simple case) 
Games are 92% payback 

BonusType ^ ^ ^ ^ ^ passed to a m achine, a bonus multiplier 

(MJT) is activated for the next 2 spins. Any pay table win on these 
two spins is multiplied by 2. 

The approximate effect on payback percentage is determined as follow, Neglecting 

^entransf Le, andtime «^"^^^ te \ — 

caress each game will have the bonus token for 2 spins out of approxunately 200 
game m progress, eacn game ,/ooOor0 01 The contribution to 

spins. The probability of being in the bonus mode is : 2 / 200 or 0.01. Tn 

the overall machine payback is: 



10 



20 



25 



30 



0.01 x 2 x 92%= 1.8% 

Themost important issuebrought to light by the aboveexample is what should 
happen if all games are not being played. If only 2 of me l^machme. arebemgplayed, 
HTbvioJy the token cannot Just pass back and 

^ JL^— ^P^--— ^-happened, the bonus 
payback percentage in the above example would be: 

0.5 x 2 x 92% = 92% 

This wouid give a ,o,a, game paybac* of U4% which woaid mean «ha, *e ca^wonid ,ose 
Ley on me machines. This is undesirable from ,he caWsperspecuve. Tnereare 
several possible ways to get around this:. 
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' —^Le is inacUvc it holds ftctota foraspecified timepcnodtten passes 
ft. token back to the bonus server. The inactive game might display the fact mat .« 
has the token, bnt no bonuses could be paid. Someone must be playing a macmne 
prior to receiving the token in order to enable the bonus feature. 

, tt, ssverholds me token- The bonus server first passes the token. Ifthe 

• " " — - ^i^y returns tire «=ken and informs the bonna server ma, 
Lgarmngmachmeismaetive The bonus server men hotds me toker, until some 
pre-specified criteria were met It Ihen selects the next game and forwards the token. 
L me simp!, example above, when an inactive game is found, the bonus server can 
ho ,d the token until two games are played on any one machine on the hnk. This 
would ensure that the bonus payback percentage remains constant 

Multiple T^ onus Tokens 

Itwould be possible to have multiple bonus tokens being passed around the same 

lfak . Token collisions (two or more tokens sen. to the same macmne at the same tune) 
'^Tave to be considered. Tokens could be id^tica, - e.g. cause me same henus feature 
,o occur - or ttrey could be unique (cause differen, types of bonuses to occur). 

In one embodiment, token collisions could cause big bonuses to be pard. For 
^e. if there were 3 unique tokens being passed around on a .00 game fink ,«* 
polity of all three landing on a single machine a. me same rime wou.d be 1/1,000,000. 
One could then afford to pay a bid bonus if this occurred. 

RecBp tion of eachof tire .oker* attire gammg machines can be rnd.ca.ed vraha. ugh, 
84<FIG 2). The ha. tight as shown in FIG. 2 includes mre. independently lighted secnons 
which correspond to each of me three bonus tokens being passed around in the above 
embodiment 

IS ^omer embodiment of me invention, bonus mode wou.d be initiated only if either 
. certain number or type of bonus tokens are coUeeted. Insfead of immediately enab tag a 

^counter in .he player database. Tracking ofbouus tokens reoeivedhy a parficular 
Cr wou,d be maintained wititin accounting system 38 (FIG. 1) or orher database coupfed 
CZ**. The player wou.d insert his or her pUyer tiacking card 66 (FIG. 2, wrtiun the 
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gaming machine when the token was passed to his machine. A signal would then be passed 
to the accounting system 38 indicating the token received and the player account that 
received it. A special bonus would be paid only after a player received a pre-specified 
number of bonus tokens. Or, in the case of multiple unique tokens, the player would have to 
"collect" all of the unique tokens in order to receive the prize - referred to herein as token 

biDSO * As an added twist, the award amount can be a function of how quickly the player is 
able to accumulate the requisite number of tokens. Tbe less time used or games played to get 
all the tokens, the greater the player's award. 

One could have unique tokens that were only available at certain times. For a player 
to win the bonus he or she would need to collect tokens from off-peak times as well as peak 
times. Alternately^*^ Thishasthe 
advantage in that the casino could then encourage the player to try new games, or to play 
games of higher denomination or hold percentage. 

Having described and illustrated the principles of the invention in a preferred 
^bodiment thereof, it shouldbe apparent that the Mention can b. modified m arrangement 
and detail without departing from such principles. We claim all modifications and vananon 
coming within the spirit and scope of the following claims. 



Pace 15 



-15/1- 

Modifications and variations such as would be apparent to a skilled addressee 
are deemed to be within the scope of the present invention. 

Throughout the specification, unless the context requires otherwise, the word 
-comprise" or variations such as "comprises" or "comprising", will be understood 
to imply the inclusion of a stated integer or group of integers but not the 
exclusion of any other integer or group of integers. 
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«t»u T7 pt.ATMS DEFINING THE INVENT TnN ABE AS FOLLOWS 

1 A method for awarding bonuses over a gaming network having a plurality of 
gaming machines interconnected by a network, the method comprising the steps of: 
allowing play to occur on a plurality of gaming machines; 

sending a bonus token signal to a first selected one of the plurality of gaming machines; 
initiating a bonus period at only that first selected one of the plurality of gaming 
machines responsive to the bonus token signal; 

passing the bonus token signal to a second selected one of the plurality of gaming 

machines; and 

ending the bonus period at the first selected one of the plurality of gaming machines and 
concurrently initiating a bonus period at the second selected one of the plurality of gaming 
machines. 

2. The method according to claim 1, wherein the step of ending the bonus period 
includes: 

predetermining a bonus award spin amount; 

counting a number of plays made on the first selected one of the plurality of gaming 
machines after the step of initiating the bonus period; and 

ending the bonus period after the bonus award spin number equals the number of plays 

counted in the counting step. 

3. The mediod according to claim 1, wherein the step of ending the bonus period 
includes: 

25 predetermining a bonus award spin time; 

counting down from the bonus award spin time; and 

ending the bonus period when the bonus award spin time equals zero. 

4. The method according to claim 1, further including the steps of: 

30 setting eligibility criteria; 

determining if the first selected one of Che plurality of gaming machines is eligible 

according to the eligibility criteria; and 

awarding a bonus only if the first selected one is eligible. 
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5. The method according to claim 4, wherein one of the eligibility criteria is 
whether or not the machine is currently being played. 

6 The method according to claim 4, wherein one of the eligibility criteria is 
whether the first selected one of the plurality of gaming machines presents a winning sequence. 

7. The method according to claim 4, wherein one of the eligibility criteria is 
whether a maximum coin bet was made. 

8 The method according to claim 4, wherein one of the eligibility criteria is 
whether a player tracking card is being used during play of the selected one of the plurality of 
gaming machines. 

9. The method according to claim 4, wherein one of the eligibility criteria is the 
whether a play rate of the first selected one machine is satisfied. 

10. The method according to claim 1 , further including the step of reassigning the 
bonus token to a random second one of the gaming machines alter the bonus period expires. 

11. The method according to claim 1 0 wherein the random second one of the 
gaming machines is not the first selected one machine. 

12. The method according to claim 1 1 further including the step of reassigning the 
bonus token to each of the plurality of machines according to a sequence, wherein the sequence 
includes each of the plurality of the machines only once within the sequence. 

13. The method according to claim 1 further including the step of reassigning the 
bonus token to each of the plurality of machines according to a sequence order, wherein the 
sequence order is predetermined. 

14; The method according to claim 1 further including the steps of: 
assigning a weighted number to each of the plurality of gaming machines; 
assigning the bonus token to one of the plurality of gaming machines according to the 
weighted number. 
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15. The method according to claim I further including the steps of: 
sending a second bonus token to one of Ihe plurality of gaming machines; 
initiating a second-type bonus feature at the one of the plurality of gaming machines 

responsive to the second bonus token if the bonus token signal and the second bonus token are 
received in the same machine at the same time. 

16. A method' for operating a plurality of gaining machines interconnected over a 
network, each of said gaming machines operable under a normal mode and a bonus mode, the 
method comprising the steps of: 

identifying a first selected subset of the plurality of gaming machines; 

operating said first selected subset under a first bonus mode; 

identifying a second selected subset of the plurality of gaming machines; and 

operating said second selected subset under a second bonus mode; 

detecting a third subset of machines that are concurrently operating under a first bonus 

mode and second bonus mode; and 

operating said third subset of machines under a third bonus mode. 

17. A method for awarding bonuses over a gaming network having a plurality of 
gaming machines interconnected by a network, the method comprising the steps of: 

allowing play to occur on a plurality of gaming machines; 
initiating a bonus period on a first selected subset of the gaming machines; 
ending the bonus period for the first selected subset of the gaming machines; and 
initiating a bonus period on a second selected subset of the gaming machines. 

18. The method of claim 17, further including the step of detennining a second 
selected subset that is different from the first selected subset. 

19. A gaming machine network comprising: 

a plurality of gaming machines, each of said machines having a machine control 
interface adapted to operate said gaming machine in either a normal operation mode or a bonus 
operation mode; 
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a bonus server linked to the plurality of gaming machines over a network, said bonus 
server including selection means for identifying at least a selected one of the plurality of gaining 
machines and signal generation means for generating a bonus token signal; and 

signal transmission means for sending (he bonus token signal to the machine control 
interface of at least the selected one of the plurality of gaming machines responsive to the 
selection means, 

wherein the selected one of Ihe plurality of gaming machines switches from the normal 
operation mode to the bonus mode responsive to the bonus token signal being received at the 
machine control interface. 

20. The gaming machine network of claim 1 9, further comprising: 

a player server linked to the plurality of gaming machines, said player server including a 

database of player accounts; 

player account identification means located at each of the plurality of gaming machines 

for identifying a player, associated with a respective player account stored within the player 

server, at the selected one of the plurality of gaming machines; 

means for sending a flag signal to the player server responsive to the bonus token; and 
means for flagging the respective player account responsive to the flag signal. 



Page 19 



-20- 



21 . A method for awarding bonuses over a gaming network having a plurality 
of gaming machines interconnected by a network substantially as 
hereinbefore described with reference to the accompanying drawings. 

22. A method for operating a plurality of gaming machines interconnected 
over a network, each of said gaming machines operable under a normal 
mode and a bonus mode, substantively as hereinbefore described with 
reference to the accompanying drawings. 

23. A gaming machine network substantially as hereinbefore described with 
reference to the accompanying drawings. 



Dated this Twenty Eighth day of April 1 999. 



Acres Gaming, inc. 
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NETWORKED GAMING DEVICES USING BONUS TOKEN 



ABSTRACT OF THE DISCLOSURE 
A plurality of gaming machines, such as slot machines or the like, are networked 
together in communication with a bonus server. The bonus server identifies each machine on 
the network and transmits a bonus token across the network to a machine control interface 
within a selected one of the machines. The bonus token is preferably a message packet 
containing the unique address of the gaming machine selected as well as various parameters 
which govern aspects of a bonus session initiated at the machine. Receipt of the bonus token 
signal at the machine causes additional lighting and sound eOects beyond that enabled by the 
normal operation of the game. The bonus token also enables additional bonuses within the 
game that are awarded to a player of the selected machine. At the end of a bonus period, the 
bonus token is returned to the bonus server, processed to introduce new parameters, and then 
transmitted to a second one of the plurality of gaming machines. The bonus token is passed " 
this way from machine to machine to enhance the gaming experience of the lucky player of the 
selected gaming machine. 
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